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Introductioi^ 


Voii Kave just stumlilocl upon a most intriguing 
Kook, a Kook litleJ MYST. You liave no idea 
wKi'ro it cartic from, wiio wrote it, or liow old it 
is. Reading tlirougK its pages provides you with 
only a superKIy crafted desoription of an island 
world. But it's just a Kook, isn’t it? 

;\s you reaeK the end of the Kook, you lay your 
hand on a page, ^uddenlv your own world dis- 
solves into Klaeknoss, rvpiaeed with the island 
world the pages deserihcd. Now you're here, 
wherever here is, with no option hut to explore... 


A Message From Cyan 
^ou are about ti‘ Ke ilrawn into an aina/iiig 
allemalivE realilv. 1 lie entire game was designed 
from the ground up to draw you in witK little or 
no fxiraneims dislraetions on tKe screen to 
interfere willi the feeling of being lliea-. MYST 
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is not linear, it’s not Hat, it s not eiiallow, Tliis is 
tile most Jeptk, detail and realiti' you've ever 
experienced in a game, 

MYST is re^- And lilse real life, you don’t die 
every five niii^ue. Jn fact vou prokaklv won I die 
at all. Tliel^^ho dead-ends, you may kit a wall, 
kut ikere i^akeays a way over or aMUNd, Pay 
attention to detail and collect information, 
kecause ikoec arc tke nieces of tke puzzle tkat 
you'll use to uncover tke secrets of MYST. 1 ke 
puzzler you encounter will ke solved witk lo^ic and 
information — information WrneteJ eitker m>m 
MYST or from life iteelf. Tire key to MYST is to 
lose yourself in ikis fantastic virhul exploration, 
and act and react as if you were really tliere. 

Rand Miller 
Rokyri .^liller 
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Getting Started 

1 . Insert your MYST Cl) intn tlio |aguar CD 
Multimedia Player and close tkc lid. 


2. Insert your Memory Tract cartridge (if you 
liave one) into tke cartridge slot ot tke CD 
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Restarting’ A Saved Game 


Mfiiiorv Track 


pressing tke 
of 


Password 

lo I nstore a game (rdm .1 password, press ike 
Option kuttoii and seleet PASSVORD froin 
tke list of options, hack password character is 
composed of Ix’tli a kuttcm (^V, B, or C) and a 
keypad key. Enter eack ckaractcr liy typing tiic 
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Ift'vpaJlcq^^^c hiiUin^ iKe appropriato liutton. 

pMfwiiri] i« enteiea, tke pkrase 
y^SETinS PASS^RI) will appear. 
Select it witli tke I? kiitton tci restart 
tke game sa\-e(] witk tke paasworJ. 

'i)iiuirhinl Note! Paaawords Ji) not 
save as muck information aa 
Memon.' Track. Tlie positions of 
■, switclies, and many olker 
okjects will ke rwet to tkeir 
original positions alter restoring a 



(jfneral Controls 

Tke A, n and C buttons on your controller will 
allow you to nwni|'ulatc object* on your screen. 
Tlicir specific functions arc; 

A 

Allows you^^Bm pa^ in boobs, t lold tbe A 
buttoi^dfWn and press left or right on ibe 

utton 

doves you in the direction you ace 



pointing or activ 
are pointini; at. 


activates the object you 








Ollier C. 
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Moving at timiJ in MKS7' is incrojiUy intuitive. 
You move liy clici?ing tko li liutton wlitni tlie 
pointer is over tke area wkere you would like to 
go- If you to move forward, click 

slraigkl akS^iflf you want to turn rigkt or left, 
click on t]]/^kt or left side of tke screen. 

Details 

It is possikle to turn around from most locations 
iO® or 180' depending on tke loca- 
tion) ky nidviiit; tke pointer to 



also may ne possikle to look up 
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. M or down in certain locafions- 


/ tke left or rigkt side of ike view, 

/ \X'ken tke pointing kand turns left 
or rigkt, it indicates tkal clicking 
will turn vou to tke left or rigkt. It 


Some locations arc not accessible- t. licbinfi in 
those locations vill have no effect; anti imucatc 
that the iocation. is not important. 

Zip Motlo 

.MrS7’Kas an option called "Zin Mode” that 
allows you to (juicljly move to place* you have 
already been. When Zip Mode is selected from 
the Option screen, your pointer will turn into a 
lifflitning IkiIi velien it is on certain objects or 
areas. Clicbing ibc B biitlon will “zip ’ you to 
these areas immediately. ?ome mecbanical 
etpiinineiil will also function more c|uickly in Zip 
Mc'ile. \ou can only zip to a precise locaiUni you 
kave already been. Kemember, if you use Zip 
Mode loo early or witliout care, you ma) miss 
some important details in tbe area* lliat you are 
sbip[nn^. 


Manipulatingf Otjects 


if you want to examiiu.', use, or picls up a 
ofijoL-t, iisu llie n liutton to elict on it, or 



on an ohjcct wifli tlis H Inillon 
will eitlior lirin^ that olijoct closer to 
you, or firing you closer to lire object. If 
tbe object is (unction.il, clicking on it 
may activate it, or manipulate it (sucli 
as turning on .r switch, or flipping tbe 
page.' in a book). If tbe object is not 
important, clicking on it may have iu> effect. 

It is also possible to move levers and oilier 
objects by dragging tbem. if an object can be 




rlierc arc a few limited oLjeela tliat you can pick 
uj' and carry witk you. Wlieti you click on tkeee 
olueeta your pointer will indicate ikat you arc 
lioldinfi tlie lUJject in youi liand. Tbe pointer 
reapond* as normal, even wdjcn liolding items. To 
drop an nbiect press tke C kutton, When okjects 
are Jroppeil in tliis manner, lliey return Lack to 
their original location. Also, if you are holding 
an object and you nllemirl to pick up another 
ohjecl, the object you are holding will he 
returned to its original location. 


If You Hit tke Wall 

Don’t tlirash! If you're not sure wkat to Jo next, 
clicldnfi evetywkere won t kelp. Tkink akout, 
wkat you know already, and ask vouiseif 
you need to know, irollect your ikou^ts and 
piece tkem t^etlier. Tkink of relatM items or 

C laces youK^lo, ikiiik of infoQOAtioa you’ve 
evn given^lgr close attention to you 

see, Jon'norScL aiiyiliins. Most imporlantlv, 
tkink of wkat you would do if you were really 
tkere. 

Rememket, tkere is always tlie special hints 
krockureifyou need it, kut . . . 
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TracU 

If you have a Memory Track cartridge 
||l^tallecl, game volume, options, and 
progress can he saved hv pressing the 
Oplion hutlon and selecting Memoiy 
Irack. lo save the corrent game, pres? 
the R hultoti and enter as many as 
nine characters using the Joypad. 

Pressing the B hutlon again »-ill save the game. If , 
there isn't enougli room, you may delete old saved ] 
games hy highlighting the game you wish lo delete 
and pressing the C hutlon. After a confirmation, 
the game will he deleted. 1 


o 


Password 

Til save a game withoiil a Mymoiy Traefe, pix'ss 
tlii; Option button and select PASS'K'ORD 
frc'iti ihc list Ilf options. Write down tke pass- 
word skown, Entering it later will restore you to 
tke current game. 
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Rand an cl RoLyn Mill er 

CoFounaers Cyan 
anJ Creators of MYST 
Cyan was lormed in 1967 wlicn Krotliers Rauil 
and Rol^yii Miller teijaii (curking logctlier Jevol- 
^iii^ c'liiljrun'a software for the Mactiiioek. 
Their previcni* releases liave ineluded tlie 
Manliole', Ccisinic Osmci*, and Speluiix and tke 
Caves itf Mr, SeuJii*. These iirmluoU were rec- 
ognized not only for the cjualily of their sound 
and graphics, hut al«' for the richness of their 
noii-threateuing exploratory environments. 
MYSI is Cyan’s first goal-oriented game and 
iheir first iame aimed primarily at an older audi- 
ence. It is also Cyan's largest project to dale. 
MYSI is the result of two years iif creative col- 
lahoratinn hy the devolopmeiil team at Cyan. 
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